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From The Editor: 



Greetings, Salutations, Hello All! 

Here we are again with another issue of Beyond the 
Final Frontier, the fan-made webzine dedicated to the 
CODA Star Trek RPG. We're chock full (as we can get) 
with new info for both pfayers and Narrators to add to 
their games. This issue features a new location, NPC, 
class outline for a Starfleet Academy game, Ferengi 
options, and final y an article for everyone concerning 
character generation. 

But before I conclude my Introduction, I would like to 
extend our sympathies to the family of James "Scotty" 
Doohan. His passing was a grievous blow to the sci-fi 
world, especially to those who loved Star Trek regard- 
less of its incarnation. 

We will miss you, 



Matthew A KearrtS 

aka GarwfaWofborg 
Editor 
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RikSCa&fcrrestrienn 

A 5<ries Seed and location fc* 
Star Trek" Trie Role Playing Game 
by Jon Crew 

SUl Trek V ! ■ Paramount Pfcliaet AJI 
Rignts Reserved. STAR TflEK and Related Marks 
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A Different Feather' is O2004 Chns VWson. 
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WoW nfte rancMr jAftrs ut oWi6e ipflcepcvas in dfftfw wortfs, the had to wotkrnio mine' 

The Cafe Ter rest n^Jine a popular cafe-bar In Ketthuniar Tof, the major spaceport of Kelanofc, a 
sparwly populated but strategically Important planet in the former Cardassian Union, The 
musk is good, the bar staff friendiy and good-tooking, and the place is always buttling. Rile, the 
Orion proprietor, is known for his estabishrnent's hospiiafity, his faif-handedness and tor his 
one hard and fast ru*e - he never oVInks with a customer. Situated at the function of the 
Romulan, Klingon. Bajoran and Federatlon-rontrotted sectors of post war Cardass*an space, lhe 
world., its spaceport and the Cafe" itseff are magnets for individuals with all kinds of murky 
agenda v Spici vt .iggler*, I: : : k market re-J' freedom f rjhlef, jnd j-gi'nl'. ::f • Irij: :■ h.ivc 
uade information and ratinum across Rik's taWes. . . 

Rik's Cafe Is presented as both a location fo* use w ongoing Series, and as a possible setting for 
a -civilian-based series. The Cafe- its environs and regular clientele are *■ described, along with 
I'n' rn.ijo' ptyytfffln I'"' Ik.iI community 

TMIVDHN 

Tne Cafe Terrestnenne occupies an elderty brown bulloVig on the edge of Kethunlar Tol's 
spaceport. It is built in typical Cardassian style, with a low, b*ot*y profile, although the decora- 
tive half-arche$ < harasteristk of Card awian architecture, collapsed 'Several years ago dkiring a 
storm, and have never been rebuilt. Rik knows that die Cafe attracts custom ihiough its reputa- 
tion, not Us external appearance, and there always seems to be something more important to 
spend the latlnum on. Thtek stone walls keep the constant noise of the port at bay, and high 
Cfttngs allow nonCardasslan customers a chance to shelter from the relentless humidity, 
accounting for some of the bar'* popularity. 

Inside, me aspect is somewhat less Cardassian. Most of the interior is composed of one 
enormous space, divided Into individual enclosures by heavy pillars, ornate screens and 
strateglcaOy'plKed tapestries. While some spaces are bare of decoration, much of the interior 
is duped in the brightly-coloured tapestries and ornate wall iurnishtfigi favoured by Orion 
merchants. After exposure to the spartan styles of typkai Cardassian accommodations, the 
effect Is of barbaric splendour and can be quite jailing. 

A large central space contains about forty tables arranged In front of a stage opposite the main 
entrance to the building. A huge bar lies along the left of die room, while the right side is home 
to a series of alcoves containing isolated tables for customers requiring privacy. Archways lead 
off from all sides to the rest of the building, and the architecture ensures that the current 
performer can be heard from all points. Most areas are fitted with sound suppressor* systems 
which can be activated to block out external noise or ensure the privacy of the* occupants, 

Srvrral Area*. I%we lhi'\e •.y.h-nv. runi: :«■. .i matter of routine, and i nr: :iu,ii mustian\ 

provide entertainments tor different tastes. 

Regardless of the level of business, one table spends most of Its tame empty. Located between 
the bar and the stage, in Is only ever occupied by one person— FSk himself, Wh*> he occasion- 
ally visits wiih guests at Other tables, he spends much of every evening here alone, keeping an 
eye on the business and attending to the myriad problems whkh plague the successful 
businessman. 

There are no holosuites In the Cafe, flik doesn't like them, although he will not say why. He 
<On<enlrates, instead, ^gambling, and a full wing ol the building k given over toa casino. The 
Cafe caters to all tastes, from Terr an games such as poker and roulette to the Ferengi pasrinws 
of dabo and ctom'jat. in one corner, a bank of screens runs live sports events from around the 
sector, allowing fo* fans to bet on the outcomes with the attending bookmaker. 

THE STAFF 

fli* /Male Ofiofl flgnfati L9m, 65 kgj 

Rik is a man with a mysterious past. It is known that he ran armaments to the Maquis before the 
War, but he drooped out of the busmess when hostilities bro*» out. He then Disappeared from 
sight for over a year- When he reappeared, he hod plenty of Utinuro, but no-one knows where 
he got it from. He wed it to buy the Cafe, modeling it on Terran styling* (hence the name). 

Ctwfl IMabQftio (nxtify), I r m, JOkqJ 

TaH and slender, Caen Is the maltre tf for the Cafe, Working with Dagren, he Is responsible for 
keeping the Cafe populated but quiet— lhe two make an efficient team, Like front'of'housc 
workers everywhere, he maintains an aloof, almost arrogant persona. In the event o4 trouble, 
he is a devastating shot with the small ex-Siarfleet ptiase* he keeps under his desk. If you use 
r ASA- Trek style Orions, Caen is a ruddy, but maintains a close working relationship with his 
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green boss. If not htfte simply a ncnrr^ Orion. 
Chenga JftflBdfe Sarmahan, 2 J m, 720 kg.! 

Tall broad and possessed of a very delicate touch, thenga is ih« chief 
musician In she Cafe. Cheng* Is a quiet person, but Rtk occasionally uses 
her Co *" ml m Wate trouble- makers. In reality, she Is a pacifist, dedicated only 
So her muwe. Despite her clumsy finger*, she has mattered the use, 0* the 
Ter«an piano. The Sarmalian* are a race iarely seen in this area of space, 
anises and creators to an individual, in oVect contrast 10 tfceii appearance, 
which Is somewtiat fearsome {derails left to the referee— they should be 
tall and powerfully built], 

Dagten IMoSe CantaiskM, 7.6m,60kgJ 

Small and wiry, and with, a dapper dress sense, Oagren is fiik's chief 
bouncer, responsible for ensuring thai those too drunk to keep -control of 
themselves are removed from the bor, or>d that undesirables never come 
in. He runs a team of well over a dozen security personel [nobody will 
confirm exactly how manyl, each carefully vetted and with a background 
in security or the mfttary. He is quiet and soft-spoken, and seems 10 ge! 
most people to bacfe down before violence and weapons are even 
mentioned 

Toko {Mate Humatx 1.8m, 65 kg.} 

K? frcrri Japan on bar rh (.3^0 5 K k's »:•?•..' chef He has a wide «riei> 
of specialises, covering a numbe* of oVfrerent cultures, and refuses to work 
with a replicator. The specials each evening v#ry widely, and are always 
pcs*JtAat. He is temperamental and very defensive of hi* territory, and 
those invading the kitchens looking fen an alternative tome out of me 
building may find themselves menaced by a meat cleaver [or an egg 
w+ilsk) before Dac/en arrives to rescue I hem, 

Grpjwr /Mafe festngt, 1.4m. 45 kg! 

Grelik is the head dealer in the casino. His team of Ferengi and Onion 
dealers operate the tables and machinery on a nightly basis to extract 
money from Ihe punters. Skimming Is surprisingly rare — the Orlons and 
Ferengi are he*ce rwafc and lend to report any Begat activity, GreH 
naturally lake* a cut ol any profits. 

THICUENlttf 

'Sooner c ttrter, everybody comes to flifcs" 
The GuV/Maie Ctfrddisiwi, Um.SOkgJ 

Commonly known only as the'duT, this elderly heavyset individual is a 
common fixture at the end of the «wi bar. He is somewhat florid in 
complexion (for a Cardasslan), and his age Is apparent In the wrlnWes on 
his face and the battered uniform he wears, He spends much of his time 
staring into hi* cup, muttering or singing to himself, but for the prke of a 
glass ol canaar. he can be persuaded to tell of the battles of the 
Federarion-Cardassisn Wa*. His e«t Identity is no secret, but nobody, 
least of all him, rea*y cares who he was anymore, 

SiAxomma ftdei Tero 5 [ttomukin md Ic. 1.9 m, 65 kg.} 
Teras is me chief of security in the city,, and takes his position very 
seriously. He is also extremely corrupt, and will only do enough to deep 
the peace, ft*, unlike many other local businessmen, does not pay him off, 
but Tcr.« is a frequent player at the roufc tie tables, and Ocfik ensures he 
wins frequently. 

Captain Jack Johntfoo /Human mate, 18 m, fflkgl 
Jack Johnston and his crew run a small spaceship for N*e ca**d the 
Dampn'i D/fom, TheyH do most things for the right money, and have 
become very good at avoiding me authorities. Jack himself is wanted in 
the federation for several smuggling offences, several of his crew have 
longer fecords. 

DrSrrtlfemtikVuktn. Um.SSkgS 

Sevok is a medical doctor operating neai the Cafe. She serves tfie space* 
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community providing cheap, but effect** treatment for a wide range of 
injuries. Unknown to most people, however, she is aHo the central contact 
f-ji itatfleet Inte genLr ops-Morris in ihe region She can then be found 
in the Cafe, where she has a most un- Vulcan taste for exotic akohol. 

Orlouro "Cmfaun* teffenon fFem&ie Human, 7,6m. 5 J kg.] 
Di IrHiT'.n.n c. the known of the'legil rr rte"archaeok>gists operating 
oi' K>lanok. She is quire young, and takes an active approach to all her 
won, often placing herself in danger to achieve her goals. She has led a 
total of four expeditions Into the southern deserts, all quite large, and all 
hlglhlysuccessful. All -of her discoveries haw? been sent back to maior 
universities in the Federation, a fact thai ha? caused much resentment 
among the Cardassian totals. Each successful expedition has been 
followed by several nights of boisterous carousing for her team at me 
Caff Or Jefferson can often be found in the Caft cefebrabng her most 
recent mission, accompanied by members of her crew, who are mostly 
human and Bolton. She H a plump boisterous human with j IwitrH'ii 
uriiiy jacket and crows feet tftsady developing around her eyes. 

Sneroos (M<tieAndotiof\ L9m,82kgJ 

A typkal example the less ethical treasure-hunters found in Kdthuniar 
TqJ. Shewas is mo>e interested in making money out of his expeditions 
than in their academic value. To date, he has faied to And anything realy 
valuable,, but Is not above stealing things from other prospectors. A 
successful expedition may find Itself ambushed by his crew upon their 
return to civilisation, 

THE CITY :KUTHVNUR lOt 

By any standards, rVerYhuYWar Tof is small for a dQt numbering less than 
4,000 residents, although rt Is expanoVng rapidly, It fe still me largest 
offworlder community on the planet, and its spaceport tsimpty a wide 
area of re«ntor<ed discrete dotted with hangars and fuel depots) is the 
first port of call for legitimate traders. The city itself is located on a fowefiff 
cwrtooJung a large lake in the centre of the larger of Kefanofc's two 
continents, 

Low commercial bidding* and villas line the wide boulevards that mate 
up most of the community. While the former aie constructed of common 
prefablcrated materials, the latter are buft of the bright white stone 
common to the area, arxl can be quite blinding In the noon sun. Most 
buildings follow typical if pragmatic, Cardassian architecture, with sweep- 
ing columns, and squat waft. The government building, occupied by me 
Bajoran administration, and housing the Romulan security office, 
dominates the drffVne near the centre of the town. 

The area between the centre of town and the spaceport is occupied by 
prefab offices, warehouses, shops, cheap hotels, brothel* and bars of 
every stripe, from the dour grey facilities preferred by Cardassians and 
ftomulans to the br^htiry-decorated businesses of Orion and ferengi 
Incomers. This area Is the centre of trouble In the town as wefl as of 
commerce, and most nights are punctuated by the noise of brawH as 
various stilp crews, military and commercial, indulge their aggression* 
against each ottier. The Romulan security teams, finding themselves 
overstretched, regularly over-react to Incidents, and crew members who 
died "resisting arrest" are frequently returned to their ships with me 
apologies 0< the wirninistrartion. 

The local economy is currently experiencing a boom from housing and 
outfitting expeditions, as Incoming archaeologists and treasure-hunters 
seek bases of operations, AJI are convinced they will gain fame and 

fr.rti.n', hut many ju'.t hr.H new .ir :i more inhMf-M ng ,v.iy. t:: 1: t ,irn::n:; 

the jungles and mountains of the continent. 
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nftwouhKHJim 

Class; M • One moon 
Gravity: I.I G 

Cfenate: HMvy atmosphere, 70% 
hydrosphere, hot temperature. 

Dtfnogrjphki: Around 10 million 
natives ICardassianoidj, 7000 
colonists, mostly Cardassian, 
with a scattering of other 
species. 

Cmliutian: H.ihH':- aggressive. 

independent,. ftflerible TL 1 
society organised into small 

tribal units: Colonial: Independent commercial and open. Tl 9 towns* run 
by appointed bureaucracies, 

B«ouit«: Unique medicine* found in the jungles by skilled prospectors; 
tourism for rich offwofWws; archaological treasures In me southern 
deserts, 

Kefanci was a name that meant little 10 the average Cardarssian citizen 
before the Dominion War, and even less to those outside. Although hot, 
humid and with a sizeable covering of juno/e (and therefore a veritable 
p* odHse by Cardassion standardsX * had litfle In the way of accessible 
resource* and was foca oed some way off the pe^enu«tltiu*#wa* even 
more restricted by the presence $t me reclusive and primitive but hostile 
Cai*dassianc-d r-itives iPeCenttai Ccoimjnc3.3u^<i(ised a colony shortly 
after its discovery, then forgot a* about It 

Over the next few hundred years a small but viable colony wj$ built up, 
exporting unique medicines and providing a tourist hotspot for the rkh 
and powerful, but very little else. The planet had little strategic signifi- 
cance during the Fedtrothn Cofdossian and Doatintoo Wars, being merely 
a convenient way station for fleets on their way around the back of the 
Cartesian Badlands, but the JerrThjdar pounded it into rubble for the 
sake or* thoroughness before their departure. 

With the end of the War, what was left of the Cardassian Union splintered 
under the weight of the numerous factions each vying to impose their 
own brand of superior government on the shattered empire. Faced with 
impending anarchy, the Federation was forced into a peacekeeping role, 
and suspecting a strategic advantage for their former rival the other 
members of the victorious Alliance Ithe Kllngon and Romuten Empires) 
demanded a share of the responsibilities, VVrth the feyoron AwsKwf 
Gavrmmcni jIwj looking fen a way to extract reparations for damage done 
unto both Occupationsand during the War itself, albert under the watch- 
ful eye of the ftdefurkxy Council, the former Union suddenly found itsetf 
dwided up lifce a- vast cafce, supposedly for its own good. 

Kefjnofc feD within the Bajocan sphere of conuol but was <tos* enough to 
the territoriei of all three superpowers that many military vessels stopped 
there for fc&ft and to exchange prisoners, vital trade goods and Informa- 
tion. Suddenly the system was the nexus for a new network of trade 
routes, and the world's capital city. Keithuniar Tot began toswell with the 
Civilian and Criminal hangrrvon th.i" invariably cluster aiai-nd '.Lch sites. 
Opportunists of ai iaces and professions ftocked to the world, human 
prospectors and ferengi merchants. KJingon freebooters and Orion 
gangsters. 

The population trebled In under two years, and the level of crime 
increased proportionately as organised crime began to take control. Faced 
with a situation rapidry spinning out of control, the Bajoran controlled 
local government began tofook for outside help and the Romulans turned 
out to be most amenaWe to their approaches Before long flomulan 



secL.*ny offcers w n I tegular sjrjnn on :he streets. bu r . by this, poim the 
Orion Syndicate and its rivals went weJI estabfished— the flomulans" sole 
effect was to ensure that no onefactkm could gain control, and the planet 
remains an object lesson in the difficulty of keeping a capon chaos. 

Six months ago- prospectors In the southern deserts happened across 
what appeared to be the ruins of ancient cities, When the fwst of them 
appeared in Keithuniar Tol beating what appeared to be authentic 
Hebitian artwork, word spread quickly. More ruins were uncovered in the 
jungles and deserts, and the first scientific expeditions authenticated 
them as dating from the time of the second Mebnian Civilisation on 
Cardassia. paradoxically long before the Cardassians were (mown to have 
space flight. Archaeologists, ptospectors and collec tors initiated a second 
wave of immigration, bringing an influx ci wealth thai rapidly threatened 
to destabilise the entire planet. 

ffBOKSBDS 

A battered hopper Efow altitude aircraft) staggers out of the jungle, and 

smashes inlti lhr M.rc-i'1 just y.n:-,\ lr;:ni UmM M*-. £ ,vr Im< I - | Of) 

rhe scene. The only occupant, a sotaary human mate, is Med on impact - 
he is clutching a broken PAD© containing encrypted data. Is he a spy, an 
archedogtst or a cnrmnal? What will the Crew do with the data if they 
manage to decrypt il? 

Dr. Jerferson is recruiting for her latest trip into the deserts, and the Crew 
can hire on as security, pilots or any of a number of other roles. They will 
9et a charvce to see how she operates as the expedition progresses from a 
roulinr .irrh.n-om: diij Immptpte rvith wire grid's .inii raref.illy 
labelled photographs) into a wild series of encounters with hostile locals 
and a band of scavengers. 

A noted Cardassian dissident from the Romulan sector of the Union arrives 
in the city looking for refuge- If the Crew have access to a ship, they vwi be 
approached to hefp get him and his lover off the planet. Of course, the 
lover is an old (lame of one of the Crew. [Well I had to fit it in somewhere 

One of the Crew leads a trip to Keithuniar Tol chasing reports of an old 
friend, who had gone missing during the war. When they find him, they 
discover he is involved in profiteering, stealing essential supplies from a 
Ba>oran depot and selling them in the Kllngon sector of the Union for a 
proft, Do they turn him In? Or try to reform him? 

A Rcntulan security guard is murdered near the Cafe. Subcommands Tera 
sets out to round up the "Usual Suspects' — a couple of the Crew are 
caught up in the sweep. 
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Cmdr. Thomas Riker 



First Officer, USS Freedom 

Hmtt Thomas RAtf 

Race: Human 

Prof raw; 5t*r*hip Officer' Elite 

Perioral Piofc ^iorul 

Profession: H..: v 

Development: Hot Shot Pilot 
Elite Advawtmwts; 46 
ftofcttionc Command' 
Elite Ptofeisiort: Mercenary 



Adjpublr- 
Hunun Spurt 
SUM 
Mtfft 



Dodgn 
Bold 



Drvaban (Draniu Trail 
Infdmi IStDSeUSSDeftans! 



Films Ship lUSSPrgiw! 



PppfKiioTiil Abililiei 




Profnsiocul Abilrtn 


Camm - : . 


SUrOipDuly 


Pramoiion 1 


Astrogaiiori 
Eraswe^anwen 






ContKH2lMa«ii$l 
Coordinate* 


Dec F i q h 1 ■? r 


Famous EvrnC (USS Prga&vO 


Hide in PUin Sp*;* 


Famous Eveitt CUSS Nenab Aaidentl 


Hot Hand* 
■Command Presewe 


n 

FrktKJfy 


Stani^Tactics 


GftatVfcjIity 


UnnmuJR*tKrwn 


MHMBf 


FamilurSptemi 




SpimoftherlM 


Famous be* (ltd prison *esrstance Mfcaf 




Battle c*Car*asw!' 



W*ipSurvw 
lough Negotiator 
UnbieaUMe 

VakM 




Attribute* 


R factions 


Setonojrp Attribute* 




<on*atto*5 






Bffenw: 8 


Initulm: '6 


Aimedtfombar 


Inl 9 - i 


Sac+2 


Health: U 


Ikdge +7 




fa: 10 J +2 




Courage: 6 
foMMHC 27 


Fatigue: +5 
Fwon: +S 

P* n i c v +2 




Unarmed Cwnbal: 


P*n8/+1 










Psi: 











Anbo-ljrtsu 
Jyttu S#nw- 
AriwBurJ 
PraJktaJjtVi 
Starfteee SelfMense 



Jwd 0>n*« tobwPjwi 

Computer Uw 
Canwjl 

to giaee ri ng: Systems 

teemm* 
toertiiftTrambcar 

Gaffing Pelww 

4)tnnaflks 
inptwnjb? 
Influence 

taqvire 
Mwstifitt 

«w«*pdgf;(utiw 

Iiwwied;-?: Hi!-":rf 

Inwriedflt: Poktti 
anvncDnc, jotum nunc 
Unauaoei Federatw kandanJ 

CtK*fW 

Pernod* 

bajedtontut En^iWeaptH 

Science: PUnetary 

Science: Scuce 
Sport 
Smith 
SbiN 

SjtfemOp*iiCnn 
Tanks 

Bi*mrtCamfe* 
Te*?jwhj 

*S*iti mjjrbe Md urtruwd 



Flight toniral 



Point Strike: 
(Jiwrnv 



Charm 

Seduce 
fratHnux 

Hunun 

Hurrun 
Federation 
Earth 

fcrqin 

Hear 
Spat 

Ifpe 1 Phaser 



Aitrogjlnn 



ArtK 

Flight (antral 
Spate 

SImIhJ Defense 



1 
1 

■5 
*J 
0 

1 

1 

-1 
1 
■1 
1 

1 

1 

« 
« 

1 

1 
1 
1 
1 
• 
« 

■i 
i 

4 
0 

1 



Spec Rants AM MM Total 
Staff 6 



8" 
*■ 
4 

or 

5 

r 

7* 
0* 



ft* 
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Edges 

Dodge 

Bold 

Famous Ship 

Command 

Skill lest rperepAOde 

Pi GtTioi or J 
Competitive 
Confident 

C DiiMc!-, 7 
DMZ 

Coordinator 
Famous Evtnt 
Famous Event 



+3 bonus to Quickness for Dodge tests 
* 5 bonus to physical tests instead of *3 for Courage 
Served about the USS Pegasus, test bed for the 

Phase Cloaking device 
+2 bonus co Quickness for Initiative tests 
Subordinates receive + 1 bonus to any Professional 



Lieutenant Commander 
4 1 bonus to all opposed tests 
+ S bonus to social tests instead of * J for Courage 
Maquis resistant* fighters in Feo>ra«iori/Cjffdas4**n 



F.iri&js Evt'nl 



Fit 

Friendly 
Great Vitality 

Healthy 
Pswk 

Flaws 



r 2 bonus for combined! tests instead of + 1 
Repelled a mutiny on the US5 Pegasus 
Survived on. Mervala for sevens years, exact 
duplicate of Commander Wdfiarrvl 
Riker of the U55 Titan 

At the end of the Dominion War while serving in a 
prison -on Cardassia. Ted resistance and overthrow 
of prison and aided in the rebel uprising 

+ 1 to ail physic*" tests 
+1 tonus to all social tests 
Reduce TN io^iat:ili£e you by -Sand 44 bonus 
to Stamina tests for natural beating 
4 2 borvus to Stamina 
Giants Pm attribute. basevafiuM 



Devotion <*Deanna Trol) 
Infamy |5*ote USS Defiant* 



Combat Traits 

Jytsu Sense 
nnboDur 2 



Prahrta Jyhu 



Point Strike 3 



Disarm 2 



Iknrad to Deanna Trol 
While impeisonatingj his double. 
CenirTianife* William Riker, stole the 
USS Defiant from Deep Space 9 
for me Ivtequls cause 



41 bonus due to Observe (Listen] 

Does normal damage and opponent is prone; Leg is 
mj^ed and may not add Agility bonus 
to any combat test until healed 

May substitute Observe (Listen] skill level for 
Agility bonus to determine Defense 

Strike made after aim action rece-ves +4 bonus and 
does 4 *■ Str Mod damage 1+ 2 for superior, 
44 for extraordinary success) 

Opposed Strength tests is v. Star fleet SO result 42 



Species Abilities 

Adaptable 42 bonus to Qu. St, or Wp 

Ine Human Spirit 41 Courage 

Stilled 42 ranks to one Species skill OR 41 rank to two 

Species skills 



Adaptable 42 bonus to Qu, SiorWp 

The Human Spirit 41 Courage 

S ki I led +2 ranks to one Speoes skill OR 4 T rank to two 

Species skills 

Professional! Abilities 



Storsh :• Duty 
Astrogalion 



Add bonus to System Operation [Flight Control) 
tests equal to half Science: Space sWL rounded up 



Evasive Maneuvers 

Combat ff feting 
Dogfi§*icer 
Hide In Plain Space 
Hot Hands 

Commanding Presence 
Staiship Protocol 
Starship Tactics 
Universal Renown 
Familiar Systems 
Spirit of the Fleet 

W.ihoSjrv.ve 



Roll Jd6 (keep highest two) for combat 
maneuver tests 

4 1 helm maneuver per round 

42 bonus to all helm maneuver tests 
42 TN to enemy sensor tests 

RoH 3d6 for ai Quickness tests 
Roll 3d6 for Willpower tests, keep 
2 highest 

44 bonus to Enterprise: Administration 

(choose specialty I 
May re boH aTactks test and use better 

of two rc*s orKe per session 
An extraordinary success for a Negotiate 

or Tactics test earns 4 1 Renown 
Perform Computer Use action In half the 

lime ixi a SteflM COmj rM 
Once per session, re-roll a Willpower test 

and use the better of the two 

tofts 

Add a bonus to a Survival test on a 

planetary surface ec/ual to 
halfAth*eti<sski». 
■\:<a\-Ak d LJ«_ji,vi 



Background; 

Until he was discovered by an Away Team mission on Nerval*, Thomas 
fliker thought he was actually Wftftfn Riker. life alone on the planet had 
been very difficult, having to survive in a barely survivable place. We 
passed the lime maintaining the equipment, gathering data, and 
thinking of the day he could see his betoved irraadi, Deanna T«o_, once 
again, Encountering his double was quite a shock for the both of them 
and Caused a bit of mischief in the relationship between Will and Deanna. 

Once he and WA came to an understanding. Thomas was reassigned for 
extra training to catch up on the time he missed while marooned on 
Nervala. He got reassqmjd to a couple of different ships and began to 
become disallowed with Swrfleet life. It was about this time that he 
secretly joined with the Maquis. Using his practically ftawfess imperson- 
ation of his double, Thomas stole the USS Defiant from Deep Space 9 with 
the intent tocause great havoc against the Cardassians In the name of the 
Maqufc, Caught eventualry, Thomas was handed over to the Cardassian 
authorities for Climes he did commit against them. He spent many years 
in one of the toughest penal colonies they had. 

Wtien the Cardassians Joined with the Dominion, he was brought bacfc to 
Cardassia and interrogated for a long time concerning what he knew 
about Federation and Klingon technology. Resisting torture and interro- 
gation as best he could, Thomas survived. He did give some secrets, but it 
was about out-of-date technology so as not to hurt the cause of the 
peoples *i the Alpha Quadrant- 
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The day firvjly cjme when the 
decisive battfe came toCardas- 
sia and Thomas was prepared. 
Contacted l«t«m*tt*ncly by 
Damar's resistance with 
information about *he prison 
hr was on, he headed a prison 
riOMurnednrefcellion. Leading 
over 1 00 Cardassians and other 
Inmates In the overthrow of 
the prison. 65 managed to 
rtcapt *nd all the" caplonv 
perished. Continuing hfe 
success, Thomas's followers 
began to fight guerilla warfare 
araamst all Dominion and 8reen 
troop* Pound in the stieelt and 
the air. After Cardassia had 
been liberated, Thomas was 
found by none other than Col, 
Herys and her resistance cell 
that overthrew the Founders' 
command center. 

For his deeds, he was pardoned 
by both the Cardassw govern- 
ment and SlJrfieefc he was 
even offered his commission 
back. Spending all that time in 
the penal colony and pnson, 
Thomas realized that this is 
where he really belonged and 
accepted. Since the Dominion 
War, Thomas has served with 
honor and distinction as first 
officer of the OSS Freedom, 





A Devine Treasury of 
Ferengi Character Options 



Written by Steven A. Cook 



iNtkwv to w home. PkMptetw^vvwtoek&wohmontidepQfMittot oan^vonttt in if* 
Aw. ftervmbrr, my hotne a mf nous* I'c/vxjtf/.' As are its tontrnfe- 

Famtfy Business, Sfor Tnck*; Deep 5pm Wine*- The cosily duped pirate, the swindling merchant the power hungry 
DaiMon, the cowardly gunrunner**- 4l are Ferengi siereoiypei seen repeatedly on the various Srar Trtk* shows. 
They are useful 10 the Narrator as adversaries and enemies, but are they decent player character archetypes? 
Probably not N01 until Sear Trek: Deep Space Hme m did we see well-developed characters on screen worthy of (he 
moniker flayer Character" 

This article expands the options available to players rJesiring to create Ferengi characters for (he Star Trek RoJeplay- 
ing GameTM. Included are expansions to the Ferengi species description covering eras, providing sample charac- 
ters, and introducing a new species ability; new personal and professional development packages: a Equtdator elite 
profession; new edgesand flaws; and two pieces of Ferengi lechnotogy, the tocator bomb and energy whip, Update 
to Ferengi Species Description Ackl thefolcrwlng section to the Ferengi species description found on pages 360? 
of the Player's Cuide- 

Piofii, the Material Continuurtt and the AfteHrle 

Profit Is at the core of Ferer>p> cu&ure- Something Isn't worth doing unless there Is profit to be marie. To the Fe<eno> 
mind, why would you give away something for free when you could charge a price for it and therefore gain 
something ywi didn't have— a profit- For Ferengi, this is just the way life and the universe works. C*ea'er profit 
equal* greater life— and a greater afterlife. 

The Great Material Continuum 

The Great Material Continuum governs all aspects of Ferengi Irfe. This belief system posits that all societies exist in 
alternating states (ri having and wanting, and is metaphorically seen as a great flowing river comprised pi material 
acquisitions. If wanting gains dominance over having— or vice versa — then the great river churns and overflows, 
becoming dangerously unstable. And as the aiver goes, so does sociery. instability is not prosperous in the long 
term. A Ferengi «n financial trouble often finds himself tossed to the shores of the great river by a wave of inflation. 
5imllarfy r he mlgtit run aground on a shoal of hardstep and have to swim to safety. Rndlng his way back onto the 
rrver requires a Ferengi 1o seek financial consolidation, a realigning of his investments, the selling of his property, or 
even a loan. To siay afloat on the liver, a Ferengi carefully navigates by balancing profit and loss, acquisition and 
liquidation, while also keeping an eye out for opportunities farther; along the river's cowse. One who deftly 
navrgates the o/eat rrver an, In effect steer the rrver's course toward opportunity- The skilled Ferengi — one wrth 
theltobes for business"— earns great prosperity, and a second chance to pursue prom In the afterlife, 

The Divine Treasury 

The Divine Treasury is the sacred palace of the Ferengi afterlife. The wafts, furnishings and doors— and everything 
else— are made of gold-pressed latlrwm* A sign above the entrance to the DMneTreasury reads: 

"Pirate have '/our profit- and -tost staTrmmt ready fox inspection brfo/e entering the Divine Treasury" 

When a Ferengi dies, his spirit goes before the Registrar of the Divine Treasury, who decides whether the Ferengi 
deserves to enter. This Involves much- cringing, bribery, and obsequious groveling. If the Registrar Is Impressed by 
theferengts actions, he ts allowed to enter the D«we Treasury. Once Inside, the ferengi Wdson a new life under the 
Supervision of the Blessed £uchegucr and Celestial Auctioneers. If the Ferengi has acquired enough profit in life, he 
pays for a new one and is reborn, earning the chance to gain yet more profit. If the Ferengi did not earn enough 
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PflOfIt hii bid fait* And te spi.il is banished irom the Divine Treasuiy a nd 
locked in the Vault of tternal Destitution forever. Thus, a ferengi gets only 
once chance at a profitable afterlife. A prosper cus Ferengl gains a second 
lh*e. and if he earns enough profit again, a third and even a fourth, Ferengi 
myth purports th.it inn richest, rnotf powerful Ferengi throughout 
history - the Grand Magi — are sorYieiimes actu&ly reincarnations of Gin^ 
the - ■■:■! ttogus and creator of the Rules of Acquisition. 

Va^^E^mitr^stttvtkK* 

An afterlife in the Vault of Eternal Detfitution is the wortf possible fate, 
£very Fewgi banished » the Vault becorne* the property erf a Vault 
Auditor. The Auditors form a council called the Regulation Committee. 
wh<h is lead by the Desecrated Auditor — the most powerful and influen- 
tial Auditor. Th* Committee oversees every aspect of business and Me In 
the Vault- Ttiese police (mown as the laws of Destitution, are harsh. The 
Auditor* charge outrageous accommodation expense*, high income 
taxes, service changes, and stiktly regulate transactions. PainsuVing 
financial audits and tines await ferengi who- breaX the laws. 

Tnough it is possible, few Ferengi ever manage 1o bribe their Auditor to 
overlook irarwojessions. Fewer Mill gain enough wealth to buy th* title of 
Auditor and get to own slaves themselves, *& sca-e "heir chile -en i> n_. 
behaving, ferengl mothers recite stories of the Demons of Despair. The 
demons are evil spirits from the Vault of Eternal Destitution— Ferengl who 
were generous and charitable, unconcerned with profit, or otherwise 
neveiiuH- Legencn say mat *ne demons iaKe sruoowy rorrrrs arm escape 
the Vault for a time, stealing latinum and other valuables horn miscreant 
children. 

Spfcips Ability: ft rmgi Profit Margn 

Front i$ the driving farce or Ferengi Culture- m ferengi seek it— whether 
its latinunxpiopeity, jewelry, siarships, oi other material possessions. The 
more profit a f erengi has, the greater he is respected — and envied— by 
his peers. Also greater Is hrs chance of Inftuenclng fellow ferengl. Ferengl 
characters have a Piofit Margin score lor simply Profit) which gains them 
enhanced benefit* and is bated on Renown. When making Influence. 
Intimidate, Negotiate, and Persuade tests involving other Feiengi, a 
character automatically gains his full Renown modifier to the skill test No 
recognition test Is required. 

For instance, Nilva, the Chairman of Slug-Cr- Cola, probably has a Profit of 
at least a or 10 — marking him with high favoi and influence. Conversely, 
fllog, a ferengi who publishes Patted love poetry, probably has a Profit of 
0— a lobe-challenged fool of unlnsrxing potent*! and Influence (vrth 
horrible taste in literature). 

EfKBuiritrl 

The ferengi are one of the most well traveled species in the gafcaxy. 
Fewtgriiar, the Ferengl homework!, Is located In the Bafror sector, and 
Ferengi are most often encountered in this region of space, Ferengi also 
travel throughout the Alpha and Beta quadrant*, especially along the 
valuable trade routes near tardassian and Federation space. They 
commonly pry their wares in the Gamma Quadrant too, although traders 
have focused on systems near the Idran end of the Sajoran wormhole. 
Alports indicate that entrepreneurs have even found their way to the 
Delia Quadrant, fi*e*y via unstable wormhole* Or other simi** phenom- 
ena. 

Ferengi Free tradtr 

The Ferengi free trader travels the spoceUnes throughout the gala** 
seeking opportunities for profit. Me ccuU be a shifty thief Out to bilk 
unsuspecting locals of their valuables or an honest las honest as Ferengi 
gel) trader dealing Vulcan mocha beans at a modest price [as modest as 
Ferengi prices get). He may have hrs own ship and crew or he could be part 
of a merchant consortium. 



Elite Profession: Free Trader 
Advancements: 1 5 

Attributes: Agl&MkM 12*(*3). Per 10 C*2X Pr* 10' f 4-2> r Str S t*0>, Vlt 6 
(+01 - Reaction* Qufc +2, Saw +3*, Stam *O.Wiil +2 

Defense: fl - Health: 6 - Courage: 3 * flenown: 3 [Renown was assigned to 
NK, not gained through advancements] 

Speries AMib**: SonuS Edge CSHI FocuiL Eye for Ptofif, fqur-lobed Brain, 
Head In Numbers, Lobes for Business. Profit Margin <3> 
Personal Development: Mercantile Upbringing 
Professional Development: Trade* 

I The simple version of the skills detaik including *only' actual skill Icvclsl 

Appraise *5 [Antiques) - Armed Combat Simple +1 - Athletics +i 
Computer Use +3 - Enterprise: Administration +2- Enterprise: Busmess *6 
influence Inquire *S |Fraterni») • Knowledge; Culture *6 fferengi) 
Knowledge: History +6 <Fere«gir ■ Knowledge: 5pecrfi< Wbrkl +6 
IFerengirm) » Language: Federation Standard +3 - Language: Ferengi +4 
Negotiate +10 l&argalnl Observe +1 (listen) - Ranged Convbat: Energy 
Weapons *-S Repair 4 3 - Science; Physical Science +1 [Mathematics) 
System Operations *4 {Flight Control) 

Edges: Cultural flexibility, Friendly, Shrew* Sttl * Focus: Keen Hearing, 
Wealth 1 

f tows: Coward • Professional Abilities- Merchant— Horse-trading. Connec- 
tions. Pandering. Merchant Knowledge (T2J, . Procurement <TJIr Free 
Trader-Business Sawy, Stranglehold 

f EftBttil ftOGUE 

This rogue Is not your sniveling, cowardly Ferengl. He's an efficient, street 
sawy criminal with the lobes to get lucrative jobs and the guts to lei it rip 
with a 0*101. He works alone and he* a skilled sabot*- and computer 
hack. Just dont ask him about his past — you? get a cover story if you're 
lucky. If you're unlucky, you'll wrind up on the wrong end of a Varon-T 
disrupt or, 

Prafruwn: Rugue 
Advancements: 8 

Attributes: Agl 12" (+$L Mt B (+1 1 Per 12" (+3), Pis 9 HIK Str 4 (*0). Vit 6 
4+0} ■ teacttans; Qu** *3, Saw f Stam ^, vWl +1 

Defenu: 10 ^ Heatih: 6 - Courage: 3 * Renown: 2 [Renown was assigned to 
NPC, not gained through advancements] 

Spedet Umm Bonus Edge ISMi Focus). Eye tor Profit, four-lobed Brain. 
Head «or Numbers, lobes for Business. Profit Margin Q) . Personal 
ueveiopciiesic. twnRrupi r-amiry ■ Kroresvonji ueveiopmeni. uurptirate 
Espionage Agent* ■ 'New packages, see this anicle [ Trie simple version of 
the skills detail Including 'only* actual skill levehl 

Skills: Appraise *4 - Armed Combat: Simple - Computer Us* +5 
ilnvasionXSabotagel - Conceal +3 (Cache) « Enterprise: Streetwise +4 
forgery +5 * Influence +3 * Inquire +4 fraternize) Investigate +2 Knowl- 
edge: Culture +3 fFerengil * Kncwleckje: History +2 (fe#eno>) Knowriedge: 
Specirx World t4 ^Ferenglnar) ■ Language; Federation Standard +4 
language: Ferengi +S • Observe +5 Clhten) - Ranged Combat: Energy 
Weapons +4 * Sleight of Hand +3 - Steahh +4 

Crips: Cultural Flexibility, High Pain Threshold. Innovahve 
IReconnalssance, Soldier abilltyl. Qukfc; Shot, S^H Focus [Keen Hearing* 

Flame Djik Wiei (bankrupt iamiryl 
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Profession! Abilities: Con Artist, Scoundrel's Fortune tftealih skill). 
Sabotage (Compute Use! I Ti). Srreetsmart (Til 

ADBIItOrUl f KEMGICWARWTEflS 

Diplomat: The rSplornai believes the Ferengi <an bring <ivili«d idea** to 
ihe galaxy. Mercanflcm, rue war, is the Ferengi way, and many others 
benefit from thrs philosophy. Perhaps he sews on a Gamma Quadrant 
mission lo establish relations with new cultures, rx he works to expand 
relations with the Federation or other Alpha-Beta Quadrant power*. 

Scientist: The scientist is brilliant but misunderstood. She's an expert in her 
field out to prove her talents and gain the respect of prominent scientists 
In the galaxy. However, her lust for profit tarnishes her reputation 
andinvofcts her with unsavory scoundrels. A criminal background haunts 
her. 

Merchant; He's an economic thrill-seeker who isn't obsessed with 
profit— he^ already wealthy— but r^her driven by the risks and rewards 
of the financial game. He'll lose a deal without gripe so long as the 
negotiator* and adventure surrounding it eicite him. He* a big Spender, 
hard drinkei, and fast lover- He knows someone in every port of calK 

fto^ue: Mercanb*e affa*s are beyond his ken— he'd barely know a merge* 
from a take over from a bankruptcy, However, he Inows people, their 
desires arid their let ret vice*. » he's a master manipulator. Perhaps he* a 
■#y -i ujiriir-q fo f a seciei organisation like the Oirin Syndicate or maybe 
he's a Starfleet Intelligence informant? 

Starship Orotic The slarship nmcrr sees .i nobler role for Ferengi at large 
than profiteering. He aho wants to show his Starfleet superiors that he's a 
team player and a leader. Oiher Ferengi see his lack of latinurn lust as 
weakness, an example of the poison other cultures, particularly ihe 
Federal Ion. feed to Fereno) to control them, But he's proud of his goals, 

Sotfier: For years, his unusual burliness and r*opensity for violence landed 
him jobs aboard pirate vessels. The kind of jobs most sane Ferengi won't 
touch since they invotve high personal risk and little profit return. But he 
was good at fl, tough, even buslnessM"* Unfortunately, his temperament 
and unabashed lust for one boss's mistress proved hrs undoing, Now. he's 
a honieirti mercenary, having worked for the Romulan* Cardassians. and 
other shadowy types, flut he desires more than latinum and violence— he 
needs a cause. Perhaps to redeem his vagabond past? 

Mystk: Her ethereal wisdom may have come by spiritual epiphany, years 
Of Study and contemptotioiv or Simply an afen entity that pot the zap on 
her head- Regardless, she has donned clothing, rid herself of needless 
material possessions, and abandoned the traditional selnsh ferengi ways. 
Her enlightened sensibilities lead he* on a prtgrimage to share her 
wisdom with others. 

Eras 

Enterprise: Ferengi are rarely encountered and v1rtua*y nothing is known 
of their culture or technology. Fe*eno> encountered outside their own 
territory in this era are Ifcefy merchants seeking untapped markets or 
raiders with stolen warp-capable ships- Starfleet Captain Jonathan Archer 
and his crew successfully repel a group of Ferengi privateers from taking 
over the starship Enterprise— although, at the time, the crew has no idea 
the raidersare Ferengi. 

The Original Series: The Ferervgi remain an enigmatic Species. Trios* 
encountered are merchants, free traders, rogues, prospectors and piiates. 
The stateof Ferengl-cJevefoped technology rernalrrsurtoown, but myriad 
alien technologies are available to rich Ferengi entrepreneurs, Those who 
can't afford to pay for technology steal rt Smai and organized pirate 
■fleets" form under powerful crime bosses, first staking Ferengi influence 
vrrthin wide-ranging inters telUji black marfcets and laying the ground- 
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work for what becomes the Ferengi Alliance feet- The Ferengi reputation 
for treachery becomes widely known among species ensnared by their 
business acumen. 

TheNext GeirenafiorrThe Ferengi AKjnce utilise* its burgeoning military 
fleet and expands its sphere of economic control to many star systems in 
the Alpha and Beta Quadrants, in the 2360s, the federation's Starfleet has 
several hostile encounters with the Ferengi, further spreading the species' 
reputation for roguery and deceit. However, mistrust breeds resentment 
among Ferengi. especially those tew not soWy motivated by profit. The 
scientist Doctor Reyga, for example, seeks the respect of hrs peers for his 
development of metaphask shielding. Unfortunately, aboard the 
Enterprise^— a federation vessel no less— he's murdered by a rival 
scientist before reaping the professional benefits of his rjenius, Ferengi 
say this kind of hate and violence is all too common among people who 
claim to b# 'ovifeed-' 

Ferengi encountered m trws era are not )ust rogues, pirates and other 
nefarious types, but also military officers, scientists, traders and 
merchant*. 

Oeep Spate rVrnei The Dominion War does little to change the course of 
Ferengi society. DXjrlng the conflict, many Ferengi turn to {& continue) 
smuggling and blockade running. Others, such as Quark IProprietor of 
Quarks 8ar, Gril, Gaming House, and Holosuiie trrvporiumArcade. a 
wholly owned subsidiary of Quark Enterprises, me), run mostly legitimate 
businesses while hoarding illegal profit on the side through black market 
auctions, doubie dealing. and other shady activity. 

However, change does come to Ferengi society from within— by Grand 
Nagi Zek and Rom. Both introduce reforms to Ferengi law that permit 
women rights of equality and profit earning, resulting in a more open, if 
still grer*d4rxuserj, culture Furthermore, Rom's son. Nog, becomes the 
first f ereng> admitted to Starfleet Academy. Although Nogs acclimation is 
trooWesorne, he ultimately proves a capable and iespected officer during 
me Dominion War. 

Ferengi encountered In this era are Increasingly from 'legitimate* 
respected professions— diplomats, scientists and starship officers. Most 
Ferengi still work as merchants, traders or entrepreneurs. Of court*, 
befitting Ferengi temperament, there aie always those pirates and 
scoundrels who prefer theft to business. 

Voyogtr ferengi encountered in the Delta Quadrant have likely arrived 
through a wormhole or someother unstable stellar anomaly. For instance. 
Captain Janeway and the crew of the Voyager discover two Ferengi 
masquerading as gods to the Taterians. The hucksters' scheme is 
thwarted, but they escape and are pulled »nto a wormhole. Other similar 
encounters might occur— the distances and dangers Ferengi overcome in 
pursuit Of profit often know no bounds. Ferengi who manage lo rear, h the 
Delta Quadrant must be either keenly adept or fabulously lucky (or 
u mucky 1. These might be mavehek scientists, daring prospectors, 
hopelessly lost traders, or outfaws on the run 

FCA Ufaid*tor {Hit* PrcrfeuHra] 

Liquidators are the eyes and ears of the ferengi Crxnmerce Auihority. 
They have jurisdiction within and without the Ferengi Alliance to Investi- 
gate wolotKins of trade by laws and other financial wongdoings. and to 
enforce appropriate punishments upon the guilty. Widely feared for the 
powers they wield over ordinary Ferengi, liquidators are often extremely 
arrogant. They expect all to cringe and grovil at their feet, obeying every 
uttered corrvnand without question. Two or three hulking Nausicaan 
bodyguards ensure that proper respect is paid. 

Missions: Liquidators are normaiy assigned duties by the FCA, such as 
investigating a specific individual for by-law infractions. Some liquidators 
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can pick and choose their assignments because of their friends and 
standing within the FCA, Others are known as 'sniffer' fciUM lWI 1 
special investigator wtio doe* preliminary forensic accounting work to see 
if financial crimes warrant an official investigation. Perhaps th* most 
feared liquidators, they operate In the shadows, secrebV pouring over 
Ferengi business transactions- accounts, investments, and other 
electronic <C* pap<t) laflinum trails. 

Baotyrdund: Most liquidators, I fee other Ferengi begin their careers as 
merchants. To become a registered liquidator, a Ferengi must follow th* 
routine steps to rise the business ladder— work hard, offer bribes, suck up 
to the boss, pay a registration and licensing fee, and so on. Some times, a 
rogue or diplomat befriends and bribes th* right FCA commissioner 10 
gain a liojUidator position. These ferengi have -at least j pwflng knowl- 
edge of accounting ledgers, some financial savvy, and th* temperament 
to bully others when necessary, 

We The liquidator is perfect for a Ferengi based series. He can serve as a 
source of information and contacts, but also intimidate other ferengi 
when necessary. He might aHo have political aspirations, working and 
bribing his way to bwg a Magus, for a m-ired species and profession 
series, the liquidator could have his own ship and work alongside 
merchants and rogues out for their own profit, which is always a noble 
ferengi goal. A liquidator might also suit a prayer who needs a recurring 
(but not permanentl character. He shows up when least expected, or 
when needed as determined by the series and Narrator. 

Prerequisites: Presence 8+, Contacts {FtAk Business +4, Inquire +3r 
Investigate +3, Negotiate +4 - Professional Skills: Appraise, Business, 
Computer Use, Influence, rnquire. Investigate, Knowledge: Law, negotiate 

PftOFESSIOtuU ABILITIES 

The following abilities ctvaractetiie liquidators. A character automatically 
gains the Invoke Writ ability as well as one Tier 1 professional ability when 
entering the liquidator profession. Additional abilities can be chosen- 
through advancement Isee page 1 52 of the Player's Guitfel provided the 
Character meets th* prerequisites* 

liwake Writ: A liquidator may invoke a Writ of Accountability upon any 
other Ferengi (regardless of where he Ives or does business) if there 
sufficient evidence to Indicate financial wrongdoings, whether by him or 
a family member he is responsible for. Although the FCA actually 
approves and issues ihe writ, it is up to the liquidator to carry out the 
investigation and prove to the FCA thai the Ferengi in Question has 
violated me law. During an Investigation, th* suspect f erengi's accounts 
are frozen and business ventures temporarJy shutdown, If transgressions 
are proved, the liquidator metes out the appropriate punishments. These 
typically include heavy fines, secure of assets and accounts, selling of 
family members into indentured servitude and so forth, depending on 
the severity of th* violations. If the f e*eng> in question cleared of the 
Charges, no harm comes to him, and the liquidator walks away with a 
pocketful pi bribes (ah, ftesl for services and information rendered. 

TierlPrftfcssidnalAaMes 

Obscured by Loopholes: L-qukJators are highly trained to find technical 
kgai loopholes, or just plain make them up. When making Negotiate sM 
tests, liquidators gain an affinity bonus equal tg half their Persuade or 
Knowledge (Lawl skill rounded up (whichever skill is appropriate to the 
situation, at the Narrator's discretion). 

Wots, uh At Peal?; Liquidators are w*U schooled in the art of trickery, 
deceit, and bribery, and are experts at delecting falsehoods, liquidators 
gain a +2 bonus to all Sawy reaction tests. 

Tier Z Pessimal Abilities 

The Gold it's «n the..; Since liquidators often need to identify and analyze 



secret accounts, false business ledgers, and other ersatz documents, 
they've learned a few tricks of the trade to speed up discovering such 
chicanery. Designate either the Computer Use or Investigate skill when 
selecting this ability. When making related skill tests, the liquidator 
performs the task In half the base action time. This also applies to related 
extended tests 

Upgrade: This ability can be taken a second lime, with the oCher skill. 
Prerequisite: Obscured by Loopholes 

Meet My Waw*«an Mends; Because liquidators often need to bully, 
pressure- or otherwise- intimidate others into cooperating with them, thry 
learn to use hired thugs to manmum advantage. When accompanied by 
Mausicaais, ihe liqL dator gains d&ufc e the norn _ th -d-party bonus 
granted him for rntimldate tests from the Nausicaan's Forceful Presence 
species ability, (See Aliens, p.1 1 1, for more Information^ 

PREREQUISnf : WOTS, UH THE DEAL? 

TleriPrafesslon*l*blli<i« 

Vrnen You're m (the FCA- A seasoned liquidator has earned a reputanon 
through successful liquidations, intimidation, threats, and outright fear 
mongering. If the bquidator scores an extraordinary success during any 
Influence or Investigate sv.n test h-s renown automatically increases by 
+1 at the end of ihe episode. 

Pre requisite: The Gold rt 's in th*.„ Or Meet My Nauskaan Friends 
Personal Development Packages 

Feel free to substitute any new edge later in this article for one presented 
in these personal development packages 

Bankrupt Family 

Your family went bankrupt when you were a child. You and your enure 
farniy were humiliated and shunned from ferengi society. Your Attain- 
ment Ceremony profits were meager at best so a decent apprenticeship 

pros ■ ' bevone yc.ir qr.isp 

Pick 1 Skill: Appraise +2, Gaming +2, Streetwise +2 
Pick 3 Skills: Business +1, Computer Use +1 , Influence + 1, Inquire +1, any 
one Knowledge skill *1, any one Language skill +1. Negotiate +1, 
Persuade rl 

Pick 2 Edges: Compeiitive, Everyman Innovative, Shrewd, Skill Focus Flaw 
Imandatoryj: Dark Secret |6ankrupted| 

ttju managed to get accepted into Starflcet Academy, Unfortunately, the 
academic rigors and intense workload were too much for your Ferengi 
sensibilities and you dropped out- Those hew-mons are demanding 
taskmasters! But, you're determined not to let what you did learn be 
wasted arxl your lobes have been opened to other lifestyles— w*th many 
opportunities for profit. 

Pick 1 Skill: Administration (federation, #4, Computer Use +2, any one 
Knowledge skill +2 

PkfcJ Skills- Athletics >t. any oneEngineeringsM + l, any one Language 
skill +1 r flepair + l,any one Science skill +1, Sport +1. System Operation 
+1, Unarmed Combat +1 

Pkfc 1 Edge- Contacts, Curious, Fit Likeable. Skill Focus 
PROFESSIONAL DEVELOPMENT PACKAGES 

Feel free to substitute any new edge later in this article for one presented 
in these professional development packages. You are a legal expert who 
relishes finding even the bniest legal loopholes to exploit fix your ownr 



oryoi* clients' [often-neT* arkius) purposes. 

Sfcills: Administration +5, Computer Use [Retrieve] +1, Inquire (Interview) 
+2, Investigate +1, any on* Language sVJ +-2, Law +4, Negotiate +J, 
Persuade ^ ? 

Pick 5: +1 io any professional sU 

Pic*. 1 Edge: Contacts, bctaic Memory, Meticulous, Shrewd, Skill Focus 
(EloquerW or Persuasive) Frontier Scout (Merchant) 

You've worked in frontier territories at 4 Xovl analyzing the potential 
markets, irvresiment opportunities, and exploitable resources of riewty 
discovered cultures and worlds. 



Priwateer Sutntist [5?ienciitl 

You aie an expert in a scientific field. Although profit and fame motivate 
you, the dr/ve for geni>ne scientific discovery within you Is strong. 

SMIli: AdmirwiliJtion Or Business +1, Computer Us* (fletriever +2, Investi- 
gate [Research] +2, any one Knowledge skill +1, Negotiate +1, Persuade 
+-2, Repair +2. any one Science skill +3, any one other Science sMI +1, 
System Operations (Sensors) +2 

Pkfc 5: + 1 «0 any proteiional Skill 

Pick I Edge: Confident, Curious, EHJetic memory. Meticulous, Thinker 
/usance Toady (Sotdier? 



SklH Appraise +2. Business 4 1„ Planetary Science *2, 
Repair +2, Social Science (Economics! +}, Specific 
World +2, Survival (choose) +2, System Operaiion [Sensors) +3 
Pkk 5: * I to any professional skill 

P*k i Edge: Confidem. Courageous, fit. Healthy. Sense of Direction 
Futures Exchange,' M*rfc*t Speculator < Merchant) 

'Tbu hivt* *-Ained .i rv rig ipt'i .il.il I'M m i\w Ftrrivji Future, i -:i _ngi' u-* 

numerous stock manVet or trade exchange networks. You may have 
worked for a financial firm was an Irniependent speculator, 

3Uk Adminisuation +2, Appraise *Oorporate Siocfci] +5, Business +3, 
Computer Use [Retrieve] +2 r Inquire +2, any one Language 1 1, Negotiate 
+XSpecificW>rtdlchoose|-fl 

Pick 5;*1 to any profttsionol skill 

Pfck 1 ttge:Corr>peiitive,COrt^ 

Material River Evarvgerist/Consultant (Merchant) 

The Great Material River rewards those whoare capable of navigating and 
steering its cunentv You arc there to help. Using a combination of 
sciences, your council provide* Mow F*renr> with ihe guidance ihey 
need to find (heir way afiong the Great River's currents. The Evangelist is a 
merchant wrapped in layers of spiricualism. 

SUIte Appraise (Economy) +4, Business +2, Influence (Charm) +2, Knowl- 
edge [EconorhSci) +2. Persuade (Oratory) +2. Religion [Oeat Material 
River) +3, 



You were a hired cog aboard a Fercngi Alliance/ vessel under ttie 
command ol a cutthroat OaiMon. You peifr* med many duties, but were 
always replaceable. Your official records are exceftent, satisfactory, 
pathetic o* non-existent— depenov>g on the bribes you gave your 
superiors, 

Stik Computer Use +2 r Energy Wr-ipum tJ, Coming fchOOtt* +2 r 
Inojuire +3, Observe +X any one Ranged Combat skill +2, Repair +1 r 
Survival + 1 . System Operations +1, Tactics + 1, Unarmed Combat +1 

Pick S; +1 to any professional skill 

flkk I Edge: Competing Defensive Attack, Dodge, Speed. Thick Skull 
Executive Courier (Soldier) 

Weed a dozen bricks of gold-pressed latinym from the Bdlian Sana; by 
Tuesday? SiMtr getting married? Sometime* things of vafue need to b* 
transported, and there are those who make profits by stealing them. You 
are one of the bonded tradesmen who guarantee the safe delivery of 

Stills: Any rcir Aimed f oir -.kill +2, Energy Weapon* *2 r Negotiate +2. 
Observe ISpoi) +4, Systems Engineering [Flight Conuot) +2, System 
Operation (Might Control) +3, Repair +2 

PickS; rl to any Professional Skill 

Pick 1 Edge: Bryd.Cont«tvF«tOnYbur Feet, Se^Wflf Direction, Weahh 
KWIDGE5 



Pkfc Sc +1 to any Professional Skill 

Pick 1 Edge: Con Went, Contacts, Coordinator. Shrewd. Wealth Corporate 
Espionage Agent iRogue] You have stolen trade secrets, sabotaged 
lesearch and development projects, spied on manufacturing facilities, 
and performed other espionage activities. 

SWfo; Computer Us* {Invasion) *J, Conceal [Cache) *2, Forgery +2. 
investigate +2, inqu»e ff ratemu*] + 3, Observe +4. Stealth +1 

Pic* 5: 4 1 to any professional sWI 

Pkk I Edge: Blends In, Contacts, Fnendry, Innovative. Meticulous 
Freelance Owtw [Sciential 

You are a doctM-for-hiie and perform medical services to those willing to 
pay your exorbitant fees. To you credentials are less important than 
resultsand profit, 

suit: Computer Use + 1 First Akj *2, Investigate +2. Medicine [ehoo«> 
+3, Life Science Ichoosel +2, Negotiate [Bargain) +2 r Persuade +1, 
Physical Soence * I, System Operation (Medical} +2 

Pkk S; » I to any professional skill 

Pick I Edge: Curious, fnrwvativeAikWble. » 



Dig ant CrvAOjfi 

You have a knack ror perrorrring the perfect cringe at the perfect time. 
Preregursite: Percepiion 6+ ■> Effect: When dealing with other f erengi, you 
gain a + 2 bonus cc- all so-tidl tests. 

Eniqnu Lobes 

You have sharp senses tbr noticing patterns within data, making logical 
deductions, serving puides and mysteries, and spotting obscure connec- 
tions between facts and events. > frereqursite: Perception 6+ - Effect 
When you spend 1 Courage on a test to help sotoe a mystery, problem, 
puzilri or some other conundrum, you gam • S to your t^st result rather 
than the standard 

MihlijailiflttJu 

You are a dogged negotiator with a heart of gold-pressed latlnum, No 
really. When a friends negotiations go sour, you are aWe to step in and 
turn the lost opportunity into a profiiablt deal- Prerequisiier Presence 6+ 
Effect: When you spend 1 Courage on Business, Negotiate or Persuade 
tests to help other people, you gain +5 to your test rather than the 
standard +3. 

nm 

You've spent long hours breaking your back under consoles, in system 
conduit crawlspaces, and patching systems together with parts and 
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technology that shouldn't be patched. You knew the computer's guts 
inside and put. 

Prerequisites: lnte»ett 6+ - Effect rou gain a +3 bonus to Computer Use 
skill tests on systems you've helped build from me around up. 

Skill kxm I Ranter}: Ypu Iw the gift of g ab and can nnihrjll gthei*with 
meawingtess anecdotes arid banter. Effect: You gain a +1 bonus io 
Influence and r^quif e tests, 

Skill fo*s tytyMMftlb You are a cunning gambler who keeps a cool head 
and straight face even wrw-fi |he stake* are high, Effect Gain a +4 bonu* 
io any one Gaming specially. 

HWfLUH 

Diminished Social Status 

You have a social stigma or you aie horn a social group thai suffers 
prejudice among you own species. This could mean you suffer minor 
discrimination or outright intolerance, depending on the severity and 
nature of thesoclal diminrslvnent, fn addition, your social status may 
require you to perform certain duties or limit you to certain careers, This 
flaw has no effect on people from other cultures or species, unless they 
share me same or similar attitudes. Effect: Minor k>ss of stilus. You suffer 
a -4 penalty to social tests Involving those that look down upon you. 
Upgrade: You can upgrade this flaw to increase the severity of social 
discrimination. 

Diminished Social Status 2: Major toss of status. You suffer a -6 penalty » 
social tests involving those that look down upon you. 

Wrninished Social Status 3; Extreme lots o* status. You Suffer a -* penally 
to social tests involving those thai look down upon you. 

twotiwalwail 

You're a ctose person, Seldom do you reveal your true thoughts, feelings, 
opinions or emotions. Ift drtrVuh to get information from you, Effect: You 
suffe* a -1 penalty to afl social tests. 



Your appetite for food and drink is legendary. Whenever you eat you can't 
[or wool) slop until you are absolutely Stuffed to bursting, And then 
comes (lessen. Effect: When you eat, you gorge, and you must have at 
least three squares a day [consider each meal to be double normal 
portions for things like standard issue ratons and suchj. for cwo hours 
after you eat you suffer a -2 penalty toall Agility <and Ag*ty«based skill 
testsl and Quickness tests, 

Halwdli HffrirHrw 

Whether you lust for the latest productions of the Vulcan Love Slave or 
flandy fusion series, or you find it easier to associate with programmed 
facsimiles of people than their real counterparts, your obsession with 
hotosuite fantasies closely oibics planet delusional. Effect: When 
presented with the chance to indulge your hoto-habit. you must spend 1 
Courage to avoid temptatoa If you avoid the hotosuite for more than a 
day, you suffer the effects described in the Addiction flow in the Player's 
Guide. Use those rules aswell to wean yoursett off your vice, you dirty little 
troll! 

Your business sense is lacking and you seldom earn the profit you eapect 
Effect: You Suffer a -2 penalty to all Businew and Negotiate skill lestv 

lustful 

Your craving for oomoot Is boundless, and seldom do you pass up the 
chance to Indulge your hyperactive libido. Effect: When you encounter 



someone you find desirable, you must spend 1 Courage to avoid making 
sexual overtures toward him or her {or itk 

Phobia 

You have an Intense fear of a specific object or situation, it could be a fear 
of crowds, darkness- heights, spiders, water, enclosed spaces. Klingon 
taigs. or virtually anything e#se that could be fnghirnirxj. Effect: When 
you encounter something you fear, you suffer a -4 penalty toall skill lests 
uni the souice sf ycui J eai is renewed ir you spend ' Col -age to 
overcome your fear. foote that If the object you fear *s so rarely encoun- 
tered that this flaw becomes rnearwigless, the Narrator can land should) 
disavow your phobia, 

EDGES REVISITED 

Promotion The foflowing taWe delineates the rank structure for Ferengi 
Aftance vessels. See page 1 36 of the Player's Guide ft* the benefits associ- 
ated with each rank. 

(Vornotlen tfwengl Alllancel - Promote Bww Rank 

1 H Wot 
2+1 Sloob 
3+2Groob 
•i+2Mon 
S+3DalMon 

Note that there are two other ranks On ferengi vessels, cog and glom, but 
they provide no special benefits. Rathe* they determine what duties 
individual crewmen have. The lowest rank aboard a ferengi vessel is the 
cog. equivalent to a Siarffeet ens*grv superiors affectionately know ihese 
rar*-and-file crewmen as "toadies,'The second-highest rank on a Ferengi 
Ship is glom. The position is always filled by * men— usually the One the 
DaiMoft trusts the least— and he is responsible for carrying out the 
DUMon-s orders on adaily basis (functioning similarly to a Startle*! 
executive officer]. 

TECHNOLOGY 
LtrtattM Bomb 

Specifications: 15-20 cm diameter, l 2 kg 

Description: The locator bomb Is a short-range attack device and a 
popular if excessively violent toot employed by Ferengi assassins 
[eSrninacors). The locator bomb can be remotely controlled or 
programmed to trackand attack a target. To identify its quarry, the device 
unlllzwsophrstlcaied r^eromonlc sensors. 

TbHoMlrv b::mb r , .inl rjr.u" ly piap.iluciri un '. rr ' ::V .it lei fly ! .i r.sJr ir 

20 meters per round. The most common explosive used in locator bombs 
is a mixture of sorium and argine. The bomb can only operate for three 
hours before its power cell needs to be replaced or *echa?geo\ Locator 
bombs are Illegal devices, banned on most civilized worlds. 

Rules: A locator bomb can be employed two ways— programming or 
remote control, frr^ramming a locator bomb to attack a specific 
individual requires aTN IS Compute* Use (Programming) or Demc4rttons 
{Arm explosives) skill test, No ranged combat mocMters apply when 
rxpgrarnrning a bomb to attack, but academic test modifiers do apply. In 
order to aitack a target, the operator must first acquire a pheromonic scan 
to program into the bomb. The remote control transmitter device can be 
used to scan any Individuals pherrjmon*: signature rf the user Is wflhin 2 
meters (no test required!. 

Remotely operating a locator bomb requires a System Operation 
(Sensors] or Demolitions (Arm Explosives* sMI test, with the TN modified 
by the range to the target and any other appropriate ranged combat 
modifiers. When operated remotely, the controller manipulates the 
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bomb's flight and attack capabilities witti o handheld transmitter, 
Mainlining line o* wght to the large* gran?% a i ? tp-sC rp'.ult l>nrni^ Th<* 
bomb's saium and argine residue isdwectaWe with a tiicorder «an (and 
an appropriate Demolitions, Investigate or Science sMl test as determined 
by the Narrator, typkalry at feast TN 1 0 or 1 S) after the bomb explodes. 
Range; HW20/3O+2O m, Blast Radius; 4 m, Damagr 5*6* HO. Drop Off; 
-Win • CXiratwrwtncrgy: I hours < replaceable power <etl) 

F<rtngi EnWgy Whip 

Specifications: 13 m length, 1 kg. 

Description; The energy whip is a ranged energy weapon primarily used 
by Orengi military personnel, When the whip is "cwked" rt releases a 
high-eneigy ptesn\a discharge tihac streafcs toward a target in an undulat- 
ing Hue wave. Those strut* by the wave are temporarily Immobilized 
(stunned). Rules; Attacking multiple targets with an energy wh*j> 
increases theTN by *5pe* target. AJI targets must be within 5 melcrsof 
ej<h <rth*r. Tliii attack require* only one combat Klion, bul uid up two 
charges per target. Settings: 2 only - Duration/Energy: 1,000 charges 
flange- 5/10/1 S/iO+S meters. 




"Never Trust A Man Wearing A Better Suit Then Your Own/ 

— 17th Rule of Acquisition 



5 pedal thanks to Brian K. for suggestion*, rules bashing 

and contributions of the Material River 
Evangelist and Executive Courier professional packages, 

Please send all Inquiries and comments to Steve at 
steven_a_cook>*yahQo,com 
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LIFE- 



Character* Creation.: Part One 



Character Creation ha* got to be one oi the best parti of playing an RPC, 
Here is where you, the player, decide ihe persona in which you would like 
to portray in the story along win pekir g sV'ils, ro '19 -dice fot aitr ibutes. 
etc. Thlsamcle is Jiere to help ihe nonces and those who arestlll notojulte 
sure haw to properly create your character, These Instructors *nd 
VjMiir nes hp suited J :ir creating .1 cturattPi by Dw phrrs ruin 1 :i bp 
mindful, your Nanaioi may deckle to do things a bit differently- 1 will 
oeate a character for you as I explain these guidelines. 

This shall be a two-part article. Part I will explain how to generate your 
charade* 's primary attribute scores*. Secondary and other attribulev and 
Personal Development (selecting your race, applying racial modifteti and 
aM lies, selecting Species Skills, and choosing a Personal Development 
package!; and Professional Devetoprnent (selecting your Profession, 
Professional Development package, and Profession ability}, . Part I wH 
consist of developing a suitable background and history oi characters. 

II DCTIRMINE TOUR PRIMARY ATORXBIJIES 

You hive two options for generating your character's primary attr4>utes: 
the Pk:k Method or the floi Method- In the Pkfc Method, start with the 
values 10. 9* 7. 7. 5, and 4, You are then allotted $ points to add to any 
anoYor al erf these scores to achieve your desired scores, but remember, 
none of these scores may be above 1 2. In the Random Method, you take 
2d6 and roll them nine times, disregarding the three lowest scores. There 
aw pood and bad points about either method, such as you have the 
potential to have-, on average, 4 character with higher start ng -i.it*. with 
the Random Method while the Pick Method has ihe character start on 
even footing attribute-wise with the others in the group if the Narrator 
chooses thfs method. 

Once you haw* gotten your attribute stores, apply them however you like 
to the six primary attributes: Strength, Viiality, Agility, Intellect, Presence, 
and Perception. Psl Is also a character attribute, but rt only gained by 
acquiring the Psionk edge via Racial abilities o* Personal Devetoprnent, 
For descriptions of these attributes and more on generating your primary 
attributes, see page 78 and 81 in the Player's Guide {PGL 

For the example I shall use the Random Method- 1 rotted 1 0 r A, 8.5,3, 1 1, & 
5. and 12, so my characters scores are 12. 10. 8. B. S. a nd 4 I want my 
character to be a cunning warrior, sol make him strong and smart. Here h 
how I distributed the initial attribute vafcies- 

Sirenflth: 12 Vitality: 8 Agility 3 

Intellect: to Presence: a. rVcepoon: S 

92 CHGOS4 YOUR RACE 

In the world of Star Trek, there are numerous alien races to choose from for 
your character. In the PC, there are listed a handful l&ajoran, Betazoid, 
Cardassian, Ferengl, Human, Kllngon, Ocampan, Talaxlan, Trill, and 
Vukan), while the Aliens Sourcebook and Starftret Operations Manual 



ISOM] lists many more, for the example I have randomly chosen to maVe 
a Kllngon. The racial adjustments for the Klingon are: +1 Strength, Vitality] 
-1 intellect Perception. Here are my characters adiusted primary 
attributes, 

Strang* 1} Vitality: 9 Agilrty: £ 

Intellect: 9 Presence: 4 Peitepcnn: 4 

As you can see. my character 5 Strength is greater than the usual 1 2 as the 
absolute highest a character's Starting attributes may be is 12 + racial 
modifiers. As the current published rules far the PPG, there is no way 10 
increase ■ attributes greate* than this restriction (chough a Narrator could 
adopt similar guidelines from the lord of the Rings RPG from The Two 
Towers Sourcebook). 

NOTL There a*e special rules for creating haM-br eed characters, but I won't 
go into the details of that in this article. Fo* more Inrwmaajoii, see pg^. 29 
in thePG. 

U DCTERMINING YOUR OTHER ATTRIBUTES 

There are a numbe# of secondary and other attributes: Reactions, Defense. 
Health, S«e. Courage, Renown. Wound Levels, and Fatigue Levels. I won't 
go into detail about what each are as they are adequately explained In the 
CRB, but will help you in determining them. 

ill start hist with the Reactions: Quickness, Savvy. Stamina, and Willpower. 
They are based on your attribute modifiers and are the base modifiers for 
rolls pertaining to situations U* avoid traps, resisting poisons and 
wflarinew, etc There are edges and abilities, which can increase these 
modifiers, and Raws to decrease them; for more information about each 
reaction, see panes 145-6 of the PG- To determine your characters 
attribute mcnWwrt see Tabled.! : Miu cote Modifierson page Si in the PG. 
Once you have your attribute modifiers, see Table 8 £ Reactions on paoe 
146 of the PG, Here are my chawteris attribute modifiers and base 
reaction scores. 

Strength: TIM Vrtalnr W+1 Ag.My 

Intellect: tl/O Prevent*: IM PerctpUon; 4V+0 

Quitknpu: *-1 Sjwy: +1 Stamha: +2 

Willfpovrar: +J 

Next are your other secondary attributes: Defense. Health, Size, Wound 
levels etc OefeMi Md Hcikr are sta^CMculatons- i' 1 N-t idleness 
modifier and Vitality + Strength modifier, respectively. Courage gives an 
i-xlu Lvjnu-.ol l.typiu yl - 1 tti Jnyri: . -iy damage. Each chat act pi 
starts with at leasst 3 Courage points and they can be bought with 
advancements or reamed through abilities. Renown is an attribute wfrch 
designates how well known your character is in the world of Star Trek and 
Characters typically start with 0 Renown. Sire and Wound teve*i 90 
together - Small creatures have S Wound Levels Wealthy, Daied, Injured, 
Wounded, Incapacitated] and Medium creatures have 6 Wound Levels 
(same as Smalt but also with Near Death), Wound Levels are btoefcs of 
Wound Points equal to your character's Health. K a character losesenough 
Wound Points, she may have 1o apply penalties to her rolls rfue to her 
injuries. Weariness Levels are similar to Wound Levels in that they cause a 
character to apply penalties to her rolls, but these levels are due 10 (ailed 
Weariness rolls from things 14* spellcastlncj, long marches, or extensive 
fighting, The different leveh of Weariness are Hal*, Winded, rued Weary, 
Spent, and Exhausted; each have a penalty associated to them far ttflS 
made by the character. Here are my charactens secondary attributes. 
Weatiness Level [current!: Hale 

Defence: 8 HeaHhc 12 Couragr: 3 Renown: 0 SuccMrOum 
Wound Level {Current |: Healthy Weariless Level rturttatfc HaSt 

14 PIRSOHA1 DEVELOPMENT 

The first pat of personal development Is choosing your Species SMb, 
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These skills represent your character's basic knowledge from growing up, 
as they are limited to only Language and Lore skills. Each character starts 
with a number of picks equal to her Intellect x2 where 1 pick = +1 rank to 
a skill or an additional specialty, so this character has 13 x 3 = 39 picks to 
spend on Knowledge and Language skills. Remember two things: you 
may acquire one specialty for free for each skill, all subsequent specialties 
cost 1 pick; and, a O-advancement character cannot start with more than 6 
ranks in any one skill. Here are my character's Species Skills. 



5 Additional Picks 



Knowledge: Culture (Klingon) +4 
Knowledge: Law (Klingon) f 4 
Knowledge: Religion (Klingon) +4 



Knowledge: History (Klingon) +3 
Knowledge: Race (Klingon) +4 
language: Klingon +5 



Next, you select your character's Personal Development Package or spend 
6 picks from the list of racial skills and associated specialties; the note 
about specialties from above applies here as well. You may acquire one 
edge at this time for free. If you do so, you may also acquire another edge 
at this time or during Professional Development but at the cost of a flaw. 



Personal Development package: Military Brat 



SKILLS 



Armed Combat: Klingon Traditional Weapons +2 
Ranged Combat: Energy Weapons: +2 
Survival +1 



EDGES 

Bold, Fit 

HAWS 

Species Emnity - Cardassians 



The final part of Personal Development isapplying the mechanics of your 
racial abilities. For Klingons, there are five: 

SKILLS 

Bonus Edge: High Pain Threshold 

Bonus Skill: Armed Combat - Klingon Traditional Weapons +1 

Brak'lul Ferocity Honor 



#5 PROFESSIONAL DEVELOPMENT 

The first part of the Professional Development stage is to choose your 
character's profession. A starting character can be a Diplomat, Merchant, 
Mystic, Rogue, Scientist, Soldier, or Starship Officer (see Chapter 3); 
Starship Officer, for a O-Advancement character, will have the ability to 
immediately select the type of officer he wishes to be from the list of Elite 
Starship Professions: Command, Helm, Security, Engineering, Operations, 
Counselor, Medical, and Science. My character's chosen Profession is 
Starship Officer and Elite Profession of Security. 

Next, go to page 90 for the list of Professional Development packages 
associated with each Basic and Elite Starship Profession. There some 
additional packages listed in the SOM. When a skill has "(choose)" next to 
it, that means select a specialty of your choice. With the +5 picks, you may 
spend these picks on any Professional skill or associated specialties. You 
may select an edge for free from the package at this time if you haven't 
already done so. If you have already selected your free edge, you may 
select one additional edge from this package at the cost of a flaw at this 
time. 

Finally, select your free Professional ability. When selecting Starship Duty 
ability for the Starship Officer Profession, it meets/waives the typical 
skill/edge/flaw/ability prerequisites for entering the any of the associated 
Elite Orders during character creation. Here are my character's Profes- 
sional package selection along with his 5 picks and edge/flaws. 

Professional Development package: Investigator 



SKILLS 

Computer Use (Hacking) +2 
Inquire (Interrogate) +2 
Investigate (Inspect) +3 
Repair +1 



Observe (Spot] +2 

Ranged Combat: Energy Weapons +2 

System Operations (Security) +2 



SKILLS 

01 Investiagte (Deduce) 

02 Investigate (Forensics) 

03 System Operations 41 

04 Observe +1 

05 Computer Use +1 



EDGES 

Shrewd 



FLAWS 

Proud 



Abitty 

Starship Duty (StarshipOfficer) 
Security Ops (Security) 



Next month I shall finish with Part II consisting with developing a 
background and desciption of your character. 




Purpose: 

To understand the standard protocols for Away Teams 
and how to conduct a scientific investigation of a 
planet. 

Goals: 

1. Learn how to conduct Away Team missions. 

2. Learn how to perform a scientific investigation and 

study of a planetary body. 

Starship Duty final: 
Uake the USS Boothby to Hagonus IV. 

2. Perform a scientific exploration and investigation 

of the planet, including the surface via Away 
Team survey. 

3. Make mission log and report it to the class 

instructor. 
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One To Beam Up..." 



James Montgomery Doohan 

(Captain Montgomery Scott) 




James Montgomery Doohan 

(Captain Montgomery Scott) 

March 3, 1920 -July 20, 2005 

ft^omJ Th* Final frontier - TK* UnaffkUl St*r Tr «ls* Rob Pi*yi n 9 Cam* W.hiirv* 



I amps Doohan was « bonahde war hero, An enlisiPd man who rose 10 captain in the 
Royal (ai'tadian AiHlefy. he was in ihe 4iontfcnes on D-Oay, where he was shot 
seven times, with an eighth Wlei fcsajtvj in metal cigarette case, Three buileis 
shredded ttverwj^triger of his right hand. Fventuaiy. ihe nnner was i m p w tt m l , 
wtiich isoccayenally noiiceafeiein Siar Trefc episodes and mowes 

Refining itom it* war, Oc»ohan worked as waxior on Canadian rado, then came 
w NewVodt where he stvo«ed drama alon g side classmates leslie Nielsen and Tony 
Randal, He was a rer>Jai on ihe Canadian bdV science Action series Spate 

Cur 'nur-1 Hrt part) fcntncan television wttffc rxkriftl p-ihvkIi". Giiii-wihA.-. 

Bonanza, Daniel Boone. The FW, HaaeL The V*g»*an, and The Outer br»rts He is 
best known, o* course, a* ihe ships engineer on ihe original Swltelt, 

OltM .,! ii 1 1 in k iy rkH>tlA-| irv-i >i1 I J-, : h.ivt: L i ^ • -II -.1: : rnl ,i I •• 

auditH>ned I(h the role, but he could ah© da French, German, Spanish. Russian, or 
other accents just as convmonqiiy 't >>i about enjht cWiprervt accents when I was 
reading^Oeneas*ed me which one iMted andlsakLfl vouwantaneni>nw.yooM 
wain a Scotsman- and he made me MoM9ome*y Scon; 

Ai«r Star Tret was cancelled n Ooohan was just another oo(-o* wort actor, 
but it wasn't unof Uie early WTO*, when Star irek renins became popular, thai he 
started ieeting typecast 

Hat broke and ctos* to unemployable, Doohan wondered rf Star Tiei m«/ri hove 
in biggesi mrwake of his career - uma he noticed he co^d mate a very nice living 
just making personal appearances as Scotty', Anoiner iNrvj [hat might have 
cheered Doohans spirits wa* his second marriage, in W5 - Doohan was 55 ai ihe 
time, ami hH bnde was ift, 

m subsegueni years, Ooohan played Commander Canaivin on Jason o) Star 

C.|--ii'.-Yui , *1. jn!N>*'i1 r*i-i>e XMY'- tv;T» 0 nOvvh wilh SM Stiiliui| And 

occ*sionaty a{»peared on The Bold R The Beaut^iA Tf**«j on Scotrr's eipenrse In 
Nnh-iechmanefk Dcohan nainHd ihe 1 WoVKumefi wry Cold Fusion; ftre From 

Fc* theartmated Sta* lie*, series. Doohan provided ihe voke d Scott and another 
character Li rVex In oneeprsodft he voiced seven dMerent characiecs, 

in pr^-pfoducdon k* the nru Star T*efc movie In W7* Doohan perlormed several 
odd vocal yunts and ojowh, in a liohi-heaiied anempt at "soeakng Kfcnnen" 
Tnese sounds were late* e«panded by 6nny«cs into ihe Kfcrvjon Uc**>#p 
on screen. Now, you can owv boots written in lOinoones*. 

His pe-nxmarxe as the micacle-wronyng engineer r^f-zed many voung people 10 
choose that career. So many, in fact that when Ooohan was diagnosed wvih 
AbMmer's and announced thai he would be wrihdrawing horn pubk lile. the 
news w» mentioned with sincere sadness in NASA newsfctiers and far-*om- 
fandom puWkaiions like Anai»on Week and Space lechnotofr 

m a grand tnbwie the 20W edihon ol an annual 5tarTiek convention In Hollywood 
was dedicated to Ooohan. and dubbed "The James Doohan Faiewefl Star Trp* 
Convention" It was announced as Owhan's 'asi pu&K at»(»earance. He was 
ccrvSned to a wheelchair, and ohen needed to ryve<|u«tkms«pei#edbt*Kehe 
understood, but it was cleat that Doohan had aWast at the event 

Organizers screened me only surwvrq eonode o* Doohans Space Command 
episodes oi Jason <4 Star Command and a rnontage o< Scotty dips from Siaf W 
including sucfidass«:s*s'i canna change ihe laws & physicsT and 'Cepia-x mar be 
wtiaJeshereT 

The entire swr wing can Awn the original Star Trei (everyone but ihe lit* Deforest 
KeHey) showed up to pay mbute. "I love this man, this old pal. this guy I used ioca« 
nwfivonee oVMing buddy," said Ceorge Take* Nkhe*e Nichols sa»d Doohan was 
"the most wono>iiuiiy wasciWe man rve ever met." and leonard Ni«»oyaddedl"We 
wHh tor Jimmy Doohan 10 live very lonn and be very prosperoui," Doohan s wife 
Wende said the* TV set was broken, and jo*e^ ih«^onyc«*tft<aw h *r* fl r 

Npj Arnfrsncnrj was also the** to pay mbme "I am an ervjneecT he said, "..and I 
want a Chief Eno;nee<ing omce* Rk* Monigomery Scott becavse Elrow 5cony wJl 
(#1 the job done, and do it ricjhL Cven it I oh en hear him say. But Ceptain, I donna 
have enough bmeV 50 from one old engineer to another, manfts Scotty," 

James Doohan »s survived by his wrle. wpnde &#rt#tq#, 
And s^venchOdien, I arfcin. DrMfce, MomgonWHy £ hmK<»h<Y. 
Irfc Thomas, and Sarah 
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"Another classic science fiction show cancelled before its time! " 

—Bender. Futurama 




